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What Students Say 
“Dr. Whitson didn’t just study the topic 
and whatnot, but it’s part of his life. He’s 
really interested in computers and their 
impact on our lives, which was cool.” 
 
“Professor Whitson is eager to hear what 
the students have to say and to show us 
why we should care.”  
 
“He was always friendly and available for 
help!” 
 
“I found Dr. Whitson’s class personally 
challenging, but ultimately fulfilling.”  
 
“Prof Whitson was not only 
communicated course ideas well, but he 
also facilitated our growth as students 
and as people.” 
Course Resources 
                        
























Teaching Philosophy  
 
Technology is changing the world. DTC is quite possibly the most important major on this 
campus because it explores how technology is changing everything around and about us. 
As Marshall McLuhan said, “the medium is the message:” our technologies shape our 
senses, our senses change us, we change the world. 
 
Rethinking one’s perspective can be highly valuable. Our perspectives are inevitably 
colored by our background. I value students who try to empathize with people that might 
not have the same values or perspectives. We all have blind spots, even me. We can all 
learn from questioning our assumptions and broadening our horizons.  
 
Embracing difficult challenges leads to achievement. Life can’t always be comfortable or 
easy. I love the Dark Souls games for this reason. Of course, you don’t need to “Prepare 
to Die,” in this class but as the developer Miyazaki stated in a 2011 interview about Dark 
Souls: “[t]he difficulty is high, but always achievable. […] Overcoming challenges by 
learning something in a game is a very rewarding feeling.” That reward is an important 
part of learning in my courses as well. Aim high and you’ll learn more.  
	
Douglas Rushkoff, Program or 
Be Programmed:  Ten 
Commands for A Digital Age. 
New York: Or Books, 2010. 
ISBN: 9781593764265  
 
 
Ian Bogost. How to Do 
Things With Videogames.  
Minneapolis: U of 
Minnestoa Press, 2011. 
ISBN: 9780816676477  
 
 
Portal 2. Joshua Weier and 
Gabe Newell. Valve 
Corporation, 2011.  
For Xbox 360, Playstation, PC. 








								 				 									 	
	
• Demonstrate and articulate an understanding of the way digital media and information 
function and circulate in multiple cultural contexts. (DTC 3) 
• Demonstrate an understanding of the history of technological development, from local to 
global perspectives, and its implications for a variety of mediums. (DTC 4) 
• Effectively communicate through writing and speech why and how digital media texts make 
meaning. (DTC 6) 
• Demonstrate competency with technology for designing and distributing digital works in 




101 [ARTS] Introduction to Digital Technology & Culture 3 Inquiry into digital media, 
including origins, theories, forms, applications, and impact with a focus on authoring and 
critiquing multimodal texts. 
 
Course Description 
This course is an introduction to digital technology and culture that integrates 
interdisciplinary knowledge from literary studies, rhetoric and composition, art and design, 
business, and sociology to prepare students for the technical and cultural challenges of the 
21st century. While this class is committed to introducing students to the history and culture 
of digital technology, it will also provide students with hands-on experiences with digital 
tools and delve into questions about what makes something digital and how we 






















Assignments Are Due On Date Listed. Schedule May Change with Notice from Me 
Class Topics / Theme  In-Class Learning Experiences Texts Due Assignments Due 




Read short excerpts from Plato and Marshall 
McLuhan in class. 
  
Th: 8/25 What are the 
Humanities? 
Think Pair Share: What does Digital Culture mean 
to you?  
 
Introduction to Wordpress.  
 
Visual Renderings of Humanities Classrooms. 
C.J. Ducasse, “Are the 
Humanities Worth Their Keep?” 
 
Module 1: Video Games 
Keywords: Serious Games, Extension, Media Ecosystem. 
This module explores how play works in video games, as well as the various non-entertainment purposes of contemporary games.  
T 8/30 What can we learn from 
videogames? 
Introduce Project 1 and get into groups. 
Play: Tetris, First-Person Tetris. 
Discussion: What is a medium? 
Ian Bogost, “Introduction: Media 
Microecology.” How to Do 
Things with Videogames. 
Download “Pokemon Go” 
for Thursday. Download 
STEAM and anything you 
need to play Portal 2.  
Th 9/1 Are videogames 
addictive? 
Play: Pokemon Go  
Students Teach the Professor: Why is Pokemon 
Go a good game? How can Prof. Whitson learn to 
do better at the game? 
 
Workshop: Let’s Play Videos.   
Bogost, “Habituation” How to 
Do Things with Videogames. 
 
Lisa Eadicicco, “Psychology 
Experts Explain Why…” 
Collaborative Play: Portal 2: 
Cooperative Campaign. Play 




T 9/6 Can videogames help us 
exercise?   
Think, Pair, Share: What’s Your Favorite Game? 
Your Least Favorite? Why? What makes a game 
good?

Play: Passage, Darfur is Dying, Phone Story 
 
Time in Groups to Plan First Presentation.  
Bogost, “Art,” and “Empathy” 
How to Do Things with 
Videogames. 
 
Collaborative Play: Continue 
playing Portal 2.  
 
 
Th 9/8 Present  Groups present 1) basic concept; 2) major rules; 
3) Parts of the game.   
 
Prof. Whitson and rest of class offer advice.  
No reading. Be ready to present. Cooperative play: Portal 2.  
T 9/13 Can games be used for 
branding and marketing? 
Play: Disaffected!, Tax Evaders  
 
Discussion: How does cooperative play add to 
the gaming experience? 
Time in Groups to Plan Second Presentation. 
Bogost, “Branding” and 
“Electioneering” How to Do 
Things with Videogames. 
Cooperative play: Finish as 
much of Portal 2 as you can.  
 
 
Post first blog to course 
website by midnight.    
Th 9/15 Present Groups present on changes they’ve made since 
the previous presentation. Also, present paper 
prototypes of board game.  
No reading. Be ready to present.  
T 9/20 Can videogames 
habituate us to violence? 
Play: Diner Dash, Drop7  
 
Meditation Exercise.  
Bogost, “Drill” How to Do 
Things with Videogames. 
 
Th 9/22  NO CLASS, Meet with Your Groups to Finish 
Video Game Project.    
T 9/27 Meet in the CDSC and 
Play Games! 





Module 2: Social Media 
Keywords: Curation, Hacktivism, Meme 
This module examines the role of social media in public life.   
Th 9/29 How does social media 
work? 
Workshop: Introduction to HTML / CSS using the 
Wordpress backend.  
Think, Pair, Share: Name one moment in your life 
when the speed of technology created a problem 
for you.  
Rushkoff, “Introduction” and 
“Time” Program or Be 
Programmed.”  
 
T 10/4 What’s your online 
identity?  
Discuss Project 2.  
 
Debate: Is the Internet Destroying Our Society? 
Students Teach the Professor: Facebook vs. 
Twitter vs. Tumblr vs. Snapchat vs. …? 
Rushkoff, “Identity” Program or 
Be Programmed.  
Bazelon and boyd, “Don’t Stalk 
Your Kid Online” 
 
Th 10/6  Present Your Online Self in Class.   No Reading Second Blog Due by 
Midnight.  
T 10/11 Do we have too much 
information?  
 
Watch In Class: Black Mirror, “The Entire History 
of You”

Discussion: Curation and Information Overload. 
No Reading  
Th 10/13 How can social media 
curation impact activist 
endeavors?  
Watch: Percolate, “What is Curation?” 
Investigate Meme Pages: Reddit’s page, 
Memegen, Memegenerator, and Know Your 
Meme.   
Discussion: Politics and Curation 
Rushkoff, “Social” Program or Be 
Programmed. 
 
 Maria Popova, “Introducing the 
Curator’s Code” 
Pick a social issue or meme 
and curate an example 
meme to the blog. Use The 
Curator’s Code as a standard 
for citing your sources. 
T 10/18 What’s responsible 
curation?  
Discussion: Examples of Curated Memes from the 
blog.  
 
Workshop: Thesis Statements and Argumentative 
Writing 
Zeynep Tufekci, “What Happens 
to #Ferguson Affects Ferguson.” 
Megan Garber, “The Curator’s 




Th 10/20  Discussion: Other Curated Memes / Peer Review   
T 10/25  NO CLASS, Finish your meme project.    Project 2 due by midnight.  
 
Module 3: Data and Surveillance 
Keywords: Metadata, Bit, API, Hacktivism 
This module investigates how and why data is tracked in various forms of surveillance.  
Th 10/27 What is data? 
What is a 
moment? 
Read / Discuss passage from Woolf, Mrs. 
Dalloway.  
Think / Pair / Share: Discuss a time when you 
discovered something you knew was right turned 
out to be wrong.  
Rushkoff, “Fact” and 
“Complexity” Program or Be 
Programmed. 
Pick data-tracking app for 
your final project. 
11/1-11/5  NO CLASS, Professor at conference.    
Th 11/8  Discuss Project 3.  
Play: nGrams, Word Cloud 
Visualize: Data and Metadata / Twitter metadata.. 
 
Kieran Healy “Using Metadata to 
Find Paul Revere”





Third Blog Due by Midnight. 
Th 11/10 What do they 
know about us? 




No Reading  
T 11/15   Present data-tracking update.  
 
No Reading Apply for your Facebook 
data for next week.  
Th 11/17 How is data 
exchanged 
online? 
Review: Look at your Facebook data. What 
surprised you?  
 
Exercise: Facebook Privacy Audit. 
 
Discussion: APIs 
API Evangelist, “Personal APIs 











T 11/29 Takeaways / DTC as 
Major. 
Think / Pair / Share: Write out the 3 most 
important thinks you learned from Rushkoff.  
 
Discuss: Computer Science and DTC  
Rushkoff, “Openness” and 
“Purpose” Program or Be 
Programmed.  
 
Th 12/1 Prepare for the Final. Present: Rough Drafts of Your Poster.  No Reading  
T 12/5  Poster Session in the CMDC. Final Day of Class.   
 
 
Digital File of Poster Due to 
Me by Midnight  
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Project 1: Games 
DUE: 9/27/2016 
Presentations: 9/8 and 9/15 
  
Objectives: Create a fun game that uses play 
and game mechanics to demonstrate an 
argument or idea.  
 
Determine: One text we’ve read, one game 
we’ve played, or some ideas in class that you 
want to embody in a game.  
 
Translate: Ideas into rules, play-pieces, 
movements, and questions.  
 
Write and Revise: Rules will evolve with 
presentations & revision.  
 
Group-work: 2 members determine materials 
/ shapes for the game; 2 members research 
Qs and As; 2 members create the rule guide. 
 
Examples: What would a board game version 
of “Darfur is Dying!” look like? How do you 
create a board game that embodies the ideas 




Grading: Group Grade — Assigned by me. Individual grades — Assigned by group consensus and negotiation w/ 
each other. Every member will create a bulleted list of the things they contributed in a message to me. If there are 
large discrepancies, and if 1 member in particular is doing nothing, I’ll reassign grades accordingly. NOTE: I don’t 
want you to be overstressed about having everyone do equal work, I just want a mechanism for dealing with 
members who do nothing.  
 
Rubric (75 pts for Design, Purpose; 50 pts for Questions)  
Needs Work Criteria Exceeds Standards 
 Design and Creativity: Clarity of 
directions for the game and 
eloquence of overall visual design.     
 
 Purpose: The game communicates 
a specific idea from the course in its 
play through.   
 
 Questions and Difficulty: 25 
questions and answers well 
incorporated into the game. 
Difficulty is of an appropriate level.  
 
 
Photo by me of a successful assignment during a previous iteration  





Grading: Grading is individually-assigned for this project and 




Rubric (50 pts per row; 200 total).  
Needs Work (15) Criteria Exceeds Standards (25) 
 Analysis Discussion of audience, 
purpose, appeals. 
 
 Curation: Use of curatorscode.org, 
organization of curation.    
 
 Tracking: Discussion of the contexts 
where the meme appears.  
 
 Context: Connections made to 
course readings and concepts.  
 
 
Project 2: Social Media 
DUE: 10/25/2016   
 
Objectives: Analyze the political significance of 
memes; curate and track their contexts.  
 
Determine: Decide on a social issue 
represented by a popular meme, like 
#BlackLivesMatter, Immigration, etc. Find 
memes on Reddit, Memegen, Memegenerator, 
and Know Your Meme. 
  
Curate: At least 10 different variations. Analyze 
rhetoric (audience, purpose appeals). Post the 
memes and your analysis on your Wordpress 
site. Is the meme funny? serious? original? 
derivative?  
 
Contextualize: Aritculate the media and 
cultural contexts of the memes you highlight. 
How do these contexts relate? Where do they 
come from? 
 
Connect: Compare your findings to the ideas 
in the boyd interview or in Rushkoff. Use 
curatorscode.org to attribute your memes and 
your references. Written portion should be at 
least 60 words per entry or 600 words total.  
 




Grading: Grading is based upon individual projects and 




Rubric (75 pts for Information, Data; 50 pts for Conventions) 
Needs Work Criteria Exceeds Standards 
 Information Literacy: Attentiveness 
to collecting and organizing data.   
 
 Data Awareness: Discussion of the 
usefulness of your application.  
 
 Conventions: Includes the design of 
the poster and the professionalism 




Project 3: Data Tracking 
DUE: 10/25/2016 
 
Choose: Decide which popular data-
tracking application you want to use. 
Some examples include FitBit, 500 words, 
Strava.  
 
Collect: Data for a week. Create 
visualizations of your data either in the 
app itself or on a spreadsheet program 
like Excel or Google Spreadsheets.  
 
Design: Create a digital poster using 
PowerPoint or, if you know how to use it, 
Photoshop. The poster must include a 
reflection on the usefulness of the 
application, as well as your future plans 
with regard to what you want to improve.  
 
Print: Use the poster printers in BCU or at 
CougPrints. Be sure to give yourself 
enough time to print properly (usually at 
least a weekend) and make sure of the 
prices before you decide to print.  
 
Contextualize and Connect: to readings 
by either Healey, API Evangelist, or 
Rushkoff.  
 
Detail of a Successful Previous Data Poster  
Assignment by Megan Thompson 
 
12 
Major Blog Posts  
	 	
Games: Let’s Play Portal 2 Co-Op! 
Action: With your Board Game groups, play cooperative Portal 2 
and record it using the “Let’s Play” style of walkthrough videos. 
Videos may be regular “walkthroughs,” “speedruns,” or other 
genres of “Let’s Play.” 
 
Action: Create a streaming channel on Twitch, record using 
Open Broadcaster Software or XSplit Broadcaster. See broadcast 
instructions on Twitch. Use a good PC for recording/streaming. 
Record and post on YouTube, then embed the YouTube video in 
your Wordpress post. Have friends join you when you stream!  
 
Contextualize: Write 600 words as a group about your playing 
experience and connect your post to readings in Bogost. What 
does Portal and your “Let’s Play” experience teach you about 
what video games can do? 
	
Social Media: Identities 
Action: Google yourself and review your social 
media profiles. Choose 3 social media profiles 
and/or Google results to examine more closely. 
 
Reflection: Introduce us to your digital self: who 
are you on social media? Who do you want to 
be? While some of you will have more material 
than others, all of you can begin building a plan 
for how you want to be perceived on social 
media. 600 words. @ least 1 CC-BY Image 
 
Connect: Your conclusions meaningfully to the 
boyd interview, Rushkoff, or Black Mirror.  
	
Data: Complexity of a Moment 
Action: Isolate a single public activity in your day 
that measures no more than a minute and is also 
measured by your data-tracking project. 
Describe as many sensory and cognitive details 
as possible. Use Mrs. Dalloway for inspiration.  
 
Compare: The complexity of your description to 
how you track the moment in your project. How 
do they work together? What are their 
limitations? 600 words. @ least 1 CC-BY Image. 
 









Inclusion: Your success in this class is important to me. We will all need accomodations 
because we all learn differently. If there are aspects of this course that prevent you from 
learning our exclude you, please let me know as soon as possible. The sooner I know about 
these, the earlier we can discuss possible adjustments or alternative arrangements that might 
help you. If you have a documentable disability, please visit the Access Center (Washington 
Building 217; 509.335.3417) to schedule an appointment with an advisor.    
 
Time Bank: I have built-in grace periods for the due dates of major assignments. You may 
choose to take:   
• 1 two-day grace period for one major project.  




Contract Weighing: I realize you may be more interested in some aspects of this course 
than others. You may reassign a total of 15% of the final grade in any allotment you wish, as 
long as your grade adds up to 100%. Some examples:  
• Remove 10% from the Video Games project and 5% from Participation, then add 10% 
to Blogs / Exercises and 5% to the Social Media Project.  
• Remove 15% from Blogs / Exercises and add 15% to the Data Tracking Project.  
• Remove 5% from all 3 major projects, add 10% to Participation and 5% to Blogs.  
 
Attendance: I hope you participate actively in the course, because this is the best way for me 
to engage you in learning. Taking daily attendance is also a good way for me to learn your 
names and to know who you are. Of course, we all participate differently, and I’ve built-in 
mechanisms to help ensure that you can engage the content in a variety of ways. If you have 
any difficulties with regular participation, please talk to me.  
 
Email: I would rather talk to you in person than via email, since email depersonalizes the 
exchange and makes it easier for me to misinterpret what you mean. If emailing me is 
necessary, please allow me at least 24 hours to respond to your email inquiries. I try to respond 
in a timely manner, but I do not always check my email when not in town or on the weekends.  
 
Reading and Homework: I encourage you to read all of the work for this course, since it 
enables us to complete discussions, ideas, and projects. I also know that college can be busy, 
as it was for me. I consider this class a learning community, and such a community works better 
if everyone has read the proper materials. If you are consistently finding it difficult to complete 
your readings, please talk to me and we’ll try to figure out a workable solution.   
 
Academic Honesty: Everyone in this class, including me, must abide by the standards of 
academic honesty set up by Washington State University. See that statement here: 
http://wsulibs.wsu.edu/library-instruction/plagiarism. I work hard to model appropriate 
academic citation. Please see me if you are unclear about any of these requirements.  
 
Safety: Washington State University is committed to enhancing the safety of the students, 
faculty, staff, and visitors. It is highly recommended that you review the Campus Safety Plan 
(http://safetyplan.wsu.edu/) and visit the Office of Emergency Management website 
(http://oem.wsu.edu/) for a comprehensive listing of university policies, procedures, statistics, 
and information related to campus safety, emergency management, and the health and welfare 
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